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This manual has been designed as both a standalone 
guide to Wonderland and a work of reference to 
which you can refer as and when the need arises.. 

It will introduce newcomers to both the world of 
adventures and the graphical user interface under 
which Wonderland resides. 

The more experienced among you are advised to read 
through at. least the second half of this manual 
before consigning it to the back of a cupboard. 
Remember: If you have a problem with this product, 
the answer is probably contained within these pages* 

Wonderland is available for a wide variety of 
computers, each with its own peculiarities and 
quirks. Rather than confuse the issue and attempt to 
be all things to all machines, the contents of this 
manual reflect the generic nature of the Wonderland 
interface—very few references will be found to 
i n d i v i d ua 1 com pute r s „ 

Of course, such information is essential at 
times—the installation process for example is 
peculiar to each machine, in such circumstances, 
supplementary documentation has been included 
elsewhere in your packaging* 

Flipping through these pages you will be aware of a 
distinct format which exists throughout* This format 
has been designed to make the manual easy to use 
and to allow important points to stand out from the 
main body of the text. 

Certain conventions have been adopted too so as to 
allow at-a-glance recognition of the type of 
information being conveyed. 

In the wide margins to be found on every page, 
pertinent supplementary information is included 
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preceded by one of two symbols. 


This symbol denotes the presence of additional 
information which is outside the scope of the main 
text. 

A This symbo I denote s the pre s e nee of additional 
information which relates to particular hardware 
configurations and machine type. 

Key words and phrases are defined in the glossary at 
the end of the manual. As you read through the text 
you will find that these are highlighted in some way. 
They may he capitalised or they may appear in a hole 
typeface; either way you will find them listed in the 

I glossary. 

1 We hope that you enjoy Wonderland. Look out for 
I future products from the same stable. 


G E T T i N G STARTED _ 

Installing & Running 
Wonderland 

Please refer to the supplementary documentation for 
a detailed guide to installing and running 
Wonderland on your machine. 
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an introduction to adventuring 


Adventure Games 


What is an adventure game? 






a novel—but 

X:! @1^. presents 

. jiaiHt up to you to 

decide. iilf SIP ■■• 


L. lyXv' ! 

MM 


C ommunication 






w 


§l§rf you “talk: 7 ’,tb hypping 

■ ;';p: - s from tll^ej^ord. ||||l type:ibese ; ;i : y:: ; 

■ idstruetions in the $e ss ionAVixidowith 
. : ; ||||;^||||;| ; ^ windows,:lihi^ifh other 

'-^0 ■ |il$!£^^ : :(!j$pi§i:^^ . : 

.l!!!||:;fi|l|p||his manualA But ? for the moment, remember t$Mf 

wh.eh#;br ydti see the Prompt symbol in the'session 
••• wih$£W|:ihe computer is waiting for you to tell it 

: W^°- The Prompt symbol looks like 


. . ■ 

Ny: ; :>y.:■■ 


.■' ’■ - ■ -' .".v.v.v. 


km m , 

±m 


.tmmm 

x;xa: : ' • 

: •• • 




! . Ilf |1 

N. 

* », ‘ • • • t 

• • . •% • • r *i .\W 




fhe coinpp|e|: yvhat you want to do, 

Pi°k Vfli-li 1 object; perhaps you 
:l*tofhove offihia ei^h^ifection* or tell 
something tp an pth|hcb:bf defer in the game. If you 
.}; ; |^:-!ijie% : jto it helps to imagine 

$mmm^rornm iMp|§^ipymbol but the computer 
|py::.- a.t do you yb^nt to do now...?'’ 

WNNMm is ^Ibjjyou. Although there are a 

ds (which, again, we’ll go 
able to understand a great 
deal of plain English, and, if it doesn’t understand 
your instructions (or if you’ve typed gibberish) it will 
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tell you so. 


•*- The J key is 
represented in different 
ways on different 
manufacturers' keyboardsi' 
Depending upon the .• 

and n)6de! of 

comp#!:, ;the_jE; : kd^ : ;|b^||t _ 
be ladled ih pnd d^fhred | 
ways: 

• ENTER- 

£ .;: ..0X0 W&0 

* d 'M\£ i| 

In all cases this key is tQ be 
found to the far right of the., 
inain ke y board jirea. 
Wherever reference;#:-:, 
made jto the .Skeydri:| lis 1|| 
manual, you 

y o ur key bo a rd 1 A eq i : j 


When you have finished typing your instructions, hit 
the J key. Wonderland will then act upon what you 
have “done” apd give you the next bit of the story 

bb.b >: -.*• e.Tfx * * * • . .v’ : ’ : ' ' 

In Wonderland, you play the part of Alice. The vast 
domains of’Lewis Carroll’s Wonderland jfe there lor 
you to explain. Y.m wll he faced with innumerable 
I puzzles and conuridruimdo soHh?. Some will be more 
I complex than others, hut all are soluble using a little 
imagination, a little common sense, and items or 


XXXXXX 






- XXX : :: : 






•:*/*•*• • . 










bp . • :Txjxi:v 


Page 4 An Introduction to Adventuring 


A Sample Transcript 


.vXy-y : -*. 

. :¥££* XX ' :X;v3 

S xSx: . . - ! 

:X:X:X:-:-.. : : : 


You 5 11 need to approach the puzzles in the right frame 
of mind... which is best described as “endlessly 
inventive/’ Again, if you have never played an 
adventure game before, here's hn example—not from 
Wonderland, bemuse you wouldn't want to cheat 
Twduld you?) of The soft of thinking.you can expect to 
:: " : use. The computer's text is in this.xbype; and our 
commands hre in TH;f§ STYLE. 

. • • • . * .* ,r.r P .» • •!•. . ■!•’•!•' ‘ ' * 

- '• • •. • • .•*.*_»: ! ”Y:-- ;b; • : 

• ■ • ' : t. • X . . V : . ITT 

Spirtihg-oab: 'Rooin 

; In high in 

: the wall and another door 

■ 1 eads eas't. : ;Rrdm the ea : Mmi iyod dan hear 


.. -V.V.V. ----- - 

it-w- 


■ terrible dr 

^ lYpihg :E - to the >E 

same isisiThpiv.UTbhrt^wav _ | A 

% ‘Gargle RbQnv' : ' : ' :y '' 

of saying Go East, 

: You a re/ iTilthiP.lPhTii'le Roorr.. line Great 
W& -I:<3arcoylb ; tfAfbeltJli's pa: ihd : floor, 
:acar.ing A ^Gar.albT... GdidTe.fitJhdt use is 


:|... Gargoy lb if iii- ti&el'f .pa bibb i' tfc floor, 

■p mo a ring, " iGg r 0|;b:f i: y G lljilie. ■ JJh af use is a 
a r An .vfgagb 1 e 


■•bMs iff 


shelf 


Always read the text 
ca rc fully,, + t tic re are often 
clues that you would 
otherwise miss. 


holds a bo11._e ,ghbf,..a- y: 'q iabbt • ’ 

GET BOTTLE. EXAMINE IT 

You. have now i s 

closed- 

>OPEN IT 

The bottle is full of absolutely nothing. 


A Sample Transcript 

















































“Inventory” is a key .»INVENTORY 

word understood by You are carrying a packet., .a red tablet, 

adventure games in a screwdriver, a burning bust, tfiree 

general. It allows the player mice, and a Rock oi Ages,, 

to find out what objects he Y ou are wearing : a frilly neglig^yv 

has ih bis possession. : - 

>READ PACKET 

The pall|§|l|ys ; '' 

.nothing ariSr sb'akg X: well,.*". ■ : 




>ASK GARbOXtiE ABOJjX Q^RQIj^ ''• 

The Gargoyle.-:.$.ctys^^^ 
tell yg%i 1 

do mgp-gill 

\ ! ' J V r’ !'• f X\ , L - L*i ! - ’ L*' I - .* 1*1 v.w/w • 

>EXAMINE CARGOY LE j: tli#|i%,f 

It'S .:■■ qu it ^V-thg:;::::^^! QjSf 0 U e VS r 

saw., :;: m®ed-St : tied at 

the ..^:a ; £d : s §§§rope. 

>GET THE GLASS t 

you hav#tnd%Pl- ; i% 

>EMP TY- PAiKSljjlNfb |§f 

You df t|p: : :;;i:i|ket in the 


•'4&£S£s 






.. &m 




>LOOK TN GLASS 

Mf>;at||§ ■ ■ therei ttit.:$|||f|Ifeput :: a glassful of 

vifterl.||^:f(la:Epdyi| looks at 

s -1G •-h g||| t| 

OiEMP ^Y T Hfit Bd® X W X^Xb Ttp5 d : ff 

•;•••* ’ 'll-; >_ *x'xx!X;X x*’t! •'•** •'•"l*!*.'!!’ X" '*•!•!•!•!•!'■!• • X. 

lou ■ JcIe : ■ - 1 ' nt 1a - ■ ■■■ 

'the glass. As the#i#ingthe 

"dehydrated., water, , ; iplfpdry||entle and 
liquid sound janqPwlthin ■■■S'^ s ond^::;^e ..3 lass 

X ’ * *•*•*•’ • •'. Mill X t vXX-X-X i ww.. ,."' 

is full. ;... X,..;:. ,1. • ft", f 
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>GIVE THE GLASS TO THE GARGOYLE 


mr Note the stmcturpiyf : :;:;:.:,, : l 
this sentence. In this easel 
using the word “in' 5 k 
perfec t iy accep 
because the glass>d^;:h^li 
contain any other 
pills. However, if the glass 
did contain one or more 
pink pills already, it would 
be ne cess ary to s u b s t i tute 
“into" for “in” otherwise 
rhe game would interpret 
the command as an attempt 
to manipulate a pill in the 
glass, Th e re spoil s e in i g ht..... 
well be;. ?$|g|§■ 
mean i ng 

I put il^ppt yih;i :: 

the glass? 5 " 1 ' 

fhe goldeniule is: iiyou 
w^jit tpiipuf:lJn ohieci futo pia 

cohtaJiher, sav so. 

::■: J 

: ' l' 


"What use is a glass of water to me?" 

>LOOK AT FOIL PACKET 

It says "Compliments of C.A.Vittie DOS", 

>OPEN IT 

Op|r^>^if;]ne packet • reveals a pink pill- 
:;>p ;glas s . 

:: lhg ; t|||;|L.k |||i; 11 f o amiing , 

hot ~ om q$ the glassC,As it •. 
f : :tfe ; ||fese^s rnerrily| fp^ : ,:fhmiltllii : rom^ 
i:is cribugh t : o'm a kg... y oar 

^blVE THE GL^9S^TQ,,: ; !|HE:;: : ; ^ LE lift-'' ’- ’ 

",$a r g.l gj... .Oa r g ' & ay s |;|||i Ga r o o vl e * "How 

can I thank 3L^ and 

with repu 1 s.iveji=-§illllliSjik tears 
■Q-ill- ■ h g r g^lp;;,a hb .. o f 

the room, 

> FOLLOW THE GARbb^LE:,il| : , 


ip it t ingg put' . -.^pm 


Ydti" :: cah---soe a r|||i|e h : ||^|||||;p^i|h^|r 

||lf; :• h i.o d gua r t Mr si, j|llp ; he t 

we s teyn'"-a^xt 
:|ii|||||:ys '|||iop|toi|| is 




§5ies : ' : i:f ; 

• >LISTE^:pthr- : 




Ttye; air about you '-bdeonat.es in sympathy 
witfey; t he Gargoyle's ep ig 1 ot i d action. 


So how do we get out 
of here? Remember what 
tlle gargoyle did, just 
before he rushed out of the 
other room? 


Gargle Room 

There is a sacking robe and a length of 
wet hemp rope here. 


A Sample Transcript 
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■ : ■> . ■;->»>: ■ : 


>get the rope 


.. i;Xdjul : fiavs now-'got-■ --t.h.e rope. 


. ■■ V ■ t : ;%p i-t t i odd pM t # oom 

\\ p - V . ’ -.“j' r '» • * t *- .- *• , \ . . ' . •*- • »J ' ‘ ' .i P 

, v " :} : yip'- : c ; anSee-'the 1 indcju a r t e r s Of a 

gargdyl.e here. 

>T2E ROPE TO GARGOYLE ■■■ 

; ' *' :■ / ,.y! V - 

The Gargoyle is. happily occupied ar ^---. 
; -i ||j|gn't 

■/. to hisJS^^V T '. A l" 








. Ilf ^ : g¥f§fi»' s j:5iou|de r . 

..?.^Ilittd h3ll head, dr °P 

to tiie ;tfe». l tem : I 




I MB DOWN jTHEiRQPE' 




' -- - . ; : ; x r xx : x ; .,;-x : ,,..x . - ^ / x 

t,: i J ■ 

••>•'•' si :: r Tha:'s the soft ofiiaferaT tHmking rt ydu’fl have to do 

To % & t ^ ice j? 

wf&'A^lV'k . . .. though. You 11 

yy:i : ' ; " 1' |t||%is^r'liliiPolv e||s ||uil&S ; :;:||ed luck. 

M % U,* \ i'-vM «*&.- : tyk 

^ . "TL ■/ !’ .j &$■■.' ■ di .■x : : : " : :L'r: : ■. £dlx j : 3? f' Ah 

:d'.' ,' ■- :-- 1 : yxxdlxx- X1X;X . ..... :■■■*&•.■:■ x^- :■ i 

■-- i:.:ii »,S . - x# 

%&■ ,;■ ■> J? ^^, 1 m-,■ 


' v . >"-y 


.-- .-■ - .y -; :-: :: .-Xjlx’. 1 ] 1 ; 1 xp ... ' '■;■ . 


.-x-X;X-x ; '-' " V---: 


■■ ■■ : ;i y . % 


-x: -■ x. 


xeixxx . xx^ 

:-:-xv.v ■ -■■ ■•■ x x-:-." ■! 


xxx '■ ■ 

v. SSx. 




‘$/4 ' 

x; / 

il-xiii 


■? a !',’■■■■■■■■ i 


■ x ■■: . lidiiiiix xx 




, : : : : : : : : :i'': : : : : : : x' ' : Jik ix' x : x : xd:^ ; :' 

if. x : ! x!i§iMK 


■ ' ‘ X - X'■ ■. 

■-:-:■■■ ■■-xx-. 


' X; 

IX x:- 
■X, X /■ 
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THE WONDERLAND ENVIRONMENT 



An Introduction to 
Windowing Environments 


CJrd^hieal User Interface is now. 

comri^;np]-at^; ; in coniputerspeak. It is an interlace 
throt||§:::^|t||;E:%e user (you) “talks” to the machine 
(yoi:i|phmputeT). You.Tdhmninicate with Wonderland 
th rdti gh; j u st s ac li aiivdhiterfh ce, 


:^pi, digaiy^ith th|ii|jii^||iipdhent parts of a graphic 

imomeiTt. Essentially 
the y illire Wihdh;I cq|i|yi|l^^i^s.. an d 

s—^feimes known as the 

HllilNSat. ;; ;; 


M^xo.i It^m 


Menu 


Title Rzr 


This is an example of a frame window 
This one is called "Wonderland" and 
sports a. zoom gadget and a resize 
gadget. It also has a vertical scroll bar 
wh i c h is indicating th at th i s text 
stops at the bottom of the window, 
yet that there is more above. A menu 
bar is also present wh i ch h aj a single 
menu item called File'''. 


Vertical 
Scroll Ear 


Tkujub 


riguiy L.i. 

A. Fra ihri : Wi n do w 
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I Windows are individual areas of the screen through 

communicate with Wonderland. You can 


which you 

move them, resize them, open them and close mem. 
The Window you are working in at any given time is 
called the Active Window. Figure 1.1 shows a F raroe 

Window. . 

levins sari smp pictorial of things ^ 

oBieets^yohderl an^’s Ieohs are live 

in the sense that Clicking on !«» iw' causes 

schnMh|lg%Appen*ifd@ Mef** 0 

. J | v . WM0&S 

Wonderland boasts two differenl styles of Icon. Room 
Icons ;?nd Noun Icons5| Room icons represent Rooms 
and noun ieons reprCgeht nijlnus (objects) in the 
game. Figure 1.2 is an example of a noun icon. 

•A.Butto:hs:a:^A^ a 

Button in a Dialog Bmtwill choose an optiori or 


An Action Bailor. 


The Wonderland Environment 
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Menus are pretty much what they sound like: lists of 
choices. There are two sorts ofMenu in Wonderland. 
Pull-down Menus arc just th at: you pull them down 
from a Menu Bar. Pop-up Menu? can be anywhere on 
the screen, and are activated by clicking.on an Icon 
or a “live” area of a graphic. Figure 1,4 is an example 
of a pull-down radnu. . 


Wonderland 

Map 

Compass 
Inventory 
I tems in room 

: : Fieure I A 

L_- • ..... • 

A Pul!-down Menu 


Pointers are what you —to 

“pick a 

Window and $o 
hs you move through 

(figure IS) f^i;|||ppie; ; llinh you are in 

oH% i|qn wlpdovys. The I- 
|j^hm pointer h^beariswhere you 
can type text. Clicking.the Moq:^e :; pMit4d'ns the 
Insertion where 

itgpiiyou ■■ '■ :' ii : |||||:i|| 

ighe Scroll scroll hm:ii;hnt^lly 6r 

Il|tieally-th rough contents of a it the 

win|dw cannot show everything ithohlams arqqoe. 
You can move through thb%inclow contents by 

Thupli!:?wihiin the Scroll bar; by clicking 
hllliilqr : 'si : dte- ol|he;i|hmb in you want 

to scrSll; or by clicking on the; ^rrow-likii;Gadgets 
^|ich- : |m#r akbich epd 

Thihvidtli pnheigbt of the thumb is proportional to 

winl-pwib^ size of its 

pont^f: ^This meapk th at window with small 

pohlqpts will haYe b||r|b whereas a small 

windtiw containing much more than you can see at 
price will hdve;a spialHlp||p 
kldditiohMly reflects the 

psiyfeti^yisible qgptiiqn of the 
llli^nts. f%ure 1.6 ifiusfrates | ^tical scroll ban 


Figu^;, : l,5 
Wl Pointer 


Figure L6 

A vertical Scroll Bar 


An Introduction to Windowing Environments 
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Mouse, Joystick or Arrow 
Keys 


The Pointers in Wonderland can be moved around by 
a Mouse, a joystick, or by using keyboard 
equivalents. usually just 

refer to the mouse, but irm equivalents always apply 


There are a few basilfdouse terms you meed to know 


Clicking isto 
position the Pointer where you want it, titer. Click 
the mouse out ton once. 


A If volir moose Kasltwd::::::; 

or more biiiioiis. ihe , 

band button i^only ti&kl £p 
bring up pjo|||p.^iSus^|:'. 
The le 

used 


Double-clicking is like Clicking, except once th<• 
Pointer is whe WiyduiCrKit ir, ylickThg Piouse button 
twice in quick succession, without moving the Mouse 
iin between clicks;?.. ^WliillSU 


Bragging. UsejPointer 
where you want it, then press and hold down the 
■mouse bulton wjiil.e "dx^ggihi’’ ;; |lifeits new 
position. Onco ^lpl ift [&t jiiacetblcase the 

: mousfe ; .|n^pA 


Selecting Mliiiu Iteilis is likp Dragging. Hold ;|own 
the ip ous||dtttdn an d irpove the Pointer until the 
menu item you want is highlighted. Then release the 
button to carry out the command you have selected. 


The Wonderland Environment 


If you Don’t Have a Mouse 


or 


Don't des^ncjfefer to the supplementary ; 
documcntaii'lp which lists the ke^board.:|i||iiyalents 
for your machine. Jr 


Manipulating Windows 


As mentioh^iihdvej you IhliTaby^liyVonderland 
through various Windows* You caidnfohvork in one 
windpW apalhim twMife ActivO-^hdoyik But you can 
have as many open windows as you like, subject only 

A Every window you open to the memory available: ; 


uses computer memory. 

Too many open windows 
may lead to memory 
problems. For further 
information, see the section 
4 Memory \ 


'■iJjViV. . - J~ V 




x:-:. 


Wonderland rtifetiippjl§±ed in various 

ways. Tb : ;.|hipmh^^i: ; ir' 

* You caf then! arqptd jjhd screen |$r their 

upper bd|der : dF;pi||fe W%:.' WmM; 

rri icltiiig the Close Gadget in 

Mi:: 

* ^pp|p:^l§i|,orDragging the 
Resi^g Gadget in thellflfiom right corner. 

zoo 4 them in ^pd outflicking in the 
iaff|^ |||11 toggle 

as ^ size-^pd-position you 

set wi|h 

* You can also' Scroll tbhpphtents dl^hie Windows 

around—Like the SeSad|;; : ^fc using the 

Scroll Bars along the bottom and/or right of the 

w i n dow. $m ,■*% ' 


Manipulating Windows 
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Menus 


Menus control a large number ot functions in 
Wonderland, from automating commands to loading 
and saving files. You’ll encounter two types of menu. 

: W|e|^br'^oh are in ^nd^rland^;t^ 

|p 

Ip^lpendent be 

open. Individual owipenu bars 

too. Plriilllb 


To use a Pull-down iMiml:' 


["i Move the Pointer._.3bQplM^!;TS3ieti.ji Bar; dp|il 
pointing at the 


.,... 

the niBe button while a •• 
menu item is highlighted. It 
you change your mind, just 
move the mouse off the 
menu and release the 
button. The menu will 
disappear again. 


J 2 JHfold down the feft^b^||ibdse W^<^P : 

a pidl:down ? ' the Memo* 

0 Still hqldmg dlfhthe l#tfop, 

co^rhand yiipiilllpb ' 

: ld^;:^||||ibi|p'-' :: : "; t|1|| . 

Hierarchical menus have a =^> symbol to their right. 
This means that there is an extra level—or more—of 
commands available to you. To see what they are, 
move the Pointer onto the symbol and they will 
appear. They will disappear again if you move the 
pointer to the left of the symbol. 


On occasion, Menus may be too tall to fit within your 
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The Wonderland Environment 


screen. If this happens, the menu is split into two or 
morp pieces. The last item appearing on the menu 
fwi 1 ] read “m o re. * ft Bos it ioiii ng the P o inter o ver thi s 
item;will allow; the- inpnu to cascade, revealing 
:further itehiS:WhjcK Wonderland was unable to 

1 ' top level menu. 


i- 


You will often find'that certain menu items are 
“greyed out 13 , and nothing happens, when you choose 
them. That's, because Wondbriand is-intelligent, and 
won’t let you choose inappropriate or potentially 
hhHhful menu eoihMarms^- 


m 




Pop-U p Menus 




.‘i-y ’ 


-"-V 


7 


.':X: 


Pop-up menus are like Pfdl%lo^^>MMus;£kc%)t that 
they Icpns and 

thfpH^ye ih-tl^iHra^hics Window. 


‘ X XXX^ftX’Xy'X''XiXv? • •-.-X-: : : ’:x' v 


5 ® ®p® ; r 

X'-i- ■■ ' 


HlBpsiten tl^Pumip'bver the |jcaj§ : or g^^phic object 

I* 9 *| B | 8 * . |. I f .. . • • , J, **,*, .***, *♦*#*# *.*#*.* , 

. Vmhqe, : Po pu4i :: Mbhh\y <>u waht tdkbfe. pg|| 




2 Pres.* t he riph: hand mpi||e button ruyllfip pop-up 
pipnu *vi 11 appoa v. . 




;X' :T : ::T 

>, . • - 


; wih,t;ine. : h) atifcon-. move the, pointer 

i waht ilhd^hiighted. 


X:XJ 


4 Release the button to carry out the command you 
have Selected. Wz$sm. iSsS® :f 


Wm % 

® it 

' ■' ■■/ ■ sjfii 

" i y. .■ - -1 a ■' 


•• 

:&yy.c 


M 




XiXSv 


Menus 
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Buttons 


Buttons are controls which you.use to turn on or off 

vatip functions arid to You 

“pulllk Buttcm || rin llrivith the left-hand 

m ou : - 


There arriTtvo-sorts of button in Wonderland 


Radio buttons 


Radio Hut,tons let’ you choose One out of a series of 
options; for.; example, rh the. Preferences application 
||l|l||ie sech bh ^j^i? a t|^|t|’;)-yp d can ask for the 
Alert Signal tqbe None, Poll or Flash; you can only 
select one of (hose radio buttons. y(hon you select a 
radio button, nothing happens until you also select 
one :.v - 1 i. Mm 


Aclioil Riittoiiis 


name suggests, parries out 
the appropfjihtb ||f||fiand when “pus|iM|—that is, 
when you Click Print; For example, once you have 
$eihctell§ie various Ifldi o RuttBris i iri tHp 
Prefepnhes Window, ||u can then push the OK 
illPn, and your choices will be put into action. You 
will often see•thft one particular action button is 
surrounded with a double outline. That’s the Default 
Button,land touching the J key at that point will 
have #ie:#s;|cl|c on the default 
button, "ft 


The Wonderland Environment 


, Icons 



Icons are small pictures which, appear in the Map, 
Inventory and Items in Room windows. Each Icon 
represents an item or Room in the game, and 
fnebdle^do shy3; : :^ designed:Midbk like what it 
represents. fltf 

Some icons have textlaftechedjlrilhem (those which 
rd£reseji$' : if$^ further clarify-|he ; , 

depicted object. Figures 1.7 and 1.8 show examples of 
both types of'icon. Figure 1. d1g;|iip|||l fb^lllp&ih 

Map Window. : 

You can manipulate Icons toireveal information 
about the objects they represent: to choose from lists 
of appropriate actions; to show the relev ant graphics; 
laid, if f^e-Inventlfplhd fW§l in Room windows, 
yon can drag the icons from one winnow to the oilier 
Ph^get” or“drop” the items they represent. ^ 


coat hanger 

■I ■■■ 0igi£fe 1.7 
Ail-lc§n"With [ext 


Figufe 1.8 

An Icon withodtieixt 


Editing Text 


You can e dit t Cut, Co0 arid Paste the text of your 
current Comipip Line, using the appropriate 
commands from the Session Window’s Pop-up or 
Pull-down Menus. (See. the edition The Wonderland 
Windows' 

• You can Copy previous Command Lines and paste 
thenilpto your c®®ilt:command line for editing. 

♦ You can Copy text from the gam e’s own responses. 


Editing Text 
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The “Clipboard” 


'*'■ If you cut a piece of 
text by mistake, donU 
panic* Where is it? it is* of 
course, on the “clipboard 
So to get it back, all you' -- 
have lb do is selecTPaste 
before you 
else?-?';:.- 


When you Copy, Gii^'or Paste. -text* you can think 
of it as using ail:; elc "Clipboard ”. This 
clipboard wiillold the liist chunk p| tpxt you copied 
or cutfbnd that chpfik will remaih; dh t|to clipboard 
until you copy or cut something else to take its place. 


Inserting Text 


; Text you type will always'-lj|ilpi|||4.p!:;|^ right of 
lllfcrfl: the insertiorifoint—the blixd%g -symbol you will 
|ee in the Sessiih where 

can typtefext. pg|V .. 

to moye Hf- 

P%iht^:jp;; ; ^er(^QU want; it^thep dp^ tb^ 
buli|; the ®Nfpt Wht bpp^‘ in 

■ %§1 ;£|g illi^fposition. ^|p||S: %M 


** The labelling of® ' 
backspace key may vary 
from keyboard to 


Deleting text 


keyboard, i; is hkeiy m be ^ backspace key wifi delete text to the left of the 


labelled in one of three 
wavs: 


a time? 


* Backspace - k 

■ Delete. Working with Selections 

In all cases this key is a( .,.i ons always apply to all Selected text. For 

found lo the far right of the - f % « 

. , . example: - -.. - e.*; 

main keyboard area, on the 




top row of keys. The backspace key will delete Ml the selectee text. 

W here v e r re l ere nee is p# W& 

tpi; • ';p P,, ' 

made lo the backspace key or^;^|||i^pbct di| the sbl@|ted text* Cut 

in this manual, you should to the 

use your keyboard s : | (|]]phdardfr|placipg|Mrat \ytLs ther'e:ibefbre. Copy 
equivalent. j u ,st make&i.SPShpiichtdsdithe selected text and sends 
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;*r If you type over 
selected text, the very first 
character you type will 
immediately replace ail the 
selected text; thereafter, 
text will be inserted to the 
right of the cursor. 

w The Cut, Copy and 
Paste L%nmands are lo be 
found &$$$& ? 9 SSipn 
Window' " iiiduik M 

available cij|:a ppp-gp fhepu 
which 

press the ri^|ii|lia|id-mbjii^; : 
button whe n ihc' ppm te.riis 
w i th i n, : ' :i 

Window, ffl$M 


it to the clipboard—but, again, replacing what was 
there before. 

Paste will replace all the selected text with a copy of 
the text on the clipboard. The clipboard contents 
remain unchanged. 

An Example of Text Editing 

Suppose y<mh ave typed 

' >GET THE COLLAR FROM |5KfiP GOD AND PUT IT 
IN TMil::piQX::::;^||;a|IN THE iRURPLE 

S UIT CAS E ■ 0||!t . - jlp-g: 

And the game It a ou 

You can't ;' : SHBSs&SG o d ,,\ :i 




£: : : : 


w y:? : : 






g§p;p 


115m can edit 0D” instead 

1 1|he'?ex;pb;pt|he > 

symbol. |f ; JlF |||||P|I|| f 

: 2 Cprpy it.• r |||||p 

... |3 ftK|bye the Ctpigpr to the begihi|||pbf the 

] 4 Ghidose Paste. The entire line, complete 

& Select thb>wprd^^ : OQ©:; : dh§'l:ype DOG in its 
place. 

6 Press the J key to execute your edited 
command. 


Editing Text 
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Whenever you are in Wonderland, and whatever 
Windows you have open, you will always be looking 
at the Woaderlapd screen^ K*S ip the s^reppljlipit your 
various i^:n&wiS ; will appear mi And the screen is 
home to its o^dVIenpjjBar, which is alw|^&|ivailahle 

to you. • ••• 


The Screen Menu B^r 


Accessories Windows 


Figure 1.0 

Tlii- Screen Menu Bat; 


This runs across the top of your computer screen and 
is always there whenever yon are in Wonderland. It 
has threelflChus: Main. Accessories and Windows. 


Main 


Help 

Preferences 
Set background 
Saoe layout 
Load layout 
Tidy windows 
Refresh screen 


Help.brings up : the Wonderland on-line Help System, 
(for a delated explanation of the- HelpTommand, see 
the section 'Applications'),,. 


b|jri^i^t§f PJ^fe r ® nc f s application 
which allows you to cilistomize various aspects of 
Wonderland.! for a del ailed explanation of the _ _ 

Prel'erfmces command. see thp.secti^|: ^plications) 


Set Background => lets yam choose the screen 
background. Moving thesPointer onto the symbo 
reveals a further sub-therm which lets you select 
from several baiikpohii f ktternk;The Background 
you have selected is marked by a v mark. 


Figure 1.10 
The Screen Menu Bar's 
Main menu 
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Save Layout lets you save your current 
arrangement of Windows to a disk Hie; a File 
Selector prompts you to enter a file name. (For more 
details, see the section 'Dialogs'). 


Load Layout lets you load a previously-saved 
arrangement of Windows from a disk file; the File 
Selector prompts you to choose a file name. (For more 
detail^ see the section 'Dialogs'), 


Tidy Windows does pred(pj^jthht:^useful wheCyour 
sepeen-has got badly cluttdred. 


Refrhhh Screen 


Quit quits Wonderland ahd retui m n obtfirthe 
system level. 


brapnics 

Map 

Compass 
Inventory 
Items in room 

:|Iyre |. U4 -f 
The Aqbessories menu 


The Aceessories m enb)bf(iir £ tile folldTO^g:;:dpi^itpands 

Graphics 

: , : W' . 

IlllF* • 

.. inventory J|j: 


For detmIs of these, £ee-thd : shctidh 4 Accessories 



The Screen 
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Windows 


: 1'ho Windows menu gives you a list of currently open 
Windows; choosing-a window from the list brings it to 


Wonder1and 
Map 

Compass 
Inventory 
Items in room 


the.forefront of thie'screen. This is useful if, foi 
example; (he.window you wish to use is buried 
biheath several others. 


Figure LSV 
The Windows menu 




1 ■ •' -■ ;•. 



\ 

' V-. 


1 “ - - 

x ■- 

||| 

j'-c- 
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THE wonderland windows 


The Wonderland windows come in four flavours: the 



Session window, the Accessories windows, 
Applications windows and Dialog windows 


Sessi on Window 


Commands 


coathangers. You notice a 
maid's over ail hanging on a coat 
hanger. The hanger is hanging 
on a metal bar. 

There is a card shoe here. 


2.1 :;f... 

A'; ..htfh' 1 Sess ion Window f -. 

The the game 

It’s whore you type dhihmands directly.to.:* 
WondeTiifid. and where it ^gaMljhgiliidiiyou. 


in some way or another, reflected in this window. If 
you were an ascetic or a minimalist, you could play 
Wonderland almost exclusively in this window. (And 
if you were playing a pre.-Wonder! and adventure, you 
would have ro option but to do so...). 
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Session Window Menus 

The Session Window has its own Menu Bar, offering 
i four menus: File, Text, Verbs and Commands 
, Additionally, a Pop-up Menu is available which 


| duplicates the Cut, Copy and Paste commands of the 
"xxiiiiCTeit xrienii. • 


Load*** 

._ , av0 + ~ + 
Restart 

r r p i 4 J I B I I 1 “ 1 * ■ « * 1 1 f 

Printer ,;f 

l iriiiv 

The Session Window's File 
menu l::; 


.. 

Load... opens,a File. Selector window to let. you load 
a previously saved gameipoSllftliil exam^leji^you 

radio stop in Lhe mi#illlini€p%|sg 111 
order to go to work... >. You ear choose which of your 
sayt4p* s you wane to load. (Fctf mb|^deta|l&i .see 

the ^betid 11 Di alogs Ja . 


/l; iPe If opens a; File jfclectp window lo let you save 
IfSIlllill ptisiti|n|i|pgame, Cor retrieval late: 
lllvilh Lohd.il You cah ehoose a descriptiye name for 
youj| saved game. JFor more details, see the section 

m wim ip 


m- 11 toWo' nn atier 
bad Ihings may sfeehb it 
may be ’Wonl^aying'i^yT.: 
c urgent ganfd pb |f ti 
b efbfdohbo&i 


back to square one, wi 

li^i^getymir sepr|!||i zero, will do cruel things like 
filling a wav any objects you may have won, an vu 
flilpnialygliyffhifs as if you had never previously 
| existed. Handle with care.... . 

Printer is a Mggk command. Selecting :t once 
f : fhplekhll the Sesstcm Window 

also to be sen to- t||:pfm|er. Selecting it agam stops 
| the jhhitilg of 
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Font for text is a hierarchical menu command 
which lets youbhbdse the font,: size and style for the 
text which Changes only 

affect Lext produced-idlter you have selected your new 
font:" KP \ 


:• Figure 2,3i:i ; 

1 li c- $cs s i p n Wj 11 ddw : ' s 
x TextTnenii 


Font for input has the as Foiit for 

textj except it 

commands appear ^iKfe 8es|ion Wrllbittb:-' 


:*'■ Thedfut Copy and 
Pastb cohihialids are alxtfto 
be Mind; pop^^tp 

me iih. t:, f. mm 


Ciit operates- bs described hhdVe iih ||§i|pg:.-Text 


06py operhpsp^ di^ctiBeid 


M Editing Text 


Paste operates ^".dMl^hed abpye. ih Editing Tbxt 


Verbs 


Examine => 


offers yo u a 1 i s t of cbmnioh veMfe. : It's a .. 
hierarchical menu command: each, verb h.as-a'sub- 1 
meiW-hsting objects either in your possession'or in 
^tKiirrent loddfipn M which the relevant; verb can 

no defects are applicable 
are greyed out, Fov exaihple^pu could Examine =j 
a :: torque wrenchjii:;yoiirhiventp^yvbuf^ would be 
absurd to even thph to drink ii; soy—assuming no 
drmhhlpe objects are present—the Menu Item 
^would beggp^d hhh|!|| 


Search 


Figure 2.4 

Hie Session Window's 
Verbs menu 


Commaiids 


Coiii mantis offers, you ip list .of common commands 
Yoh-Cdii use it td$a\^|lj ; |ihg.,Cboosing a command 
from the menu ji as-exactly effect as if you 

typed it yourself in the Sessidh : Win:ddw. 


Session Window 
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Here'is a comprehensive list 


Hejjp;;.;' 

Ti dy Windows 
Pr efe 
Refresh 
Quit 

• * * V-»" 

Graphics 

Map 

■ C ompa^s.^Hls:: 

Carried Items 
Room Items 


Special Commands 

Many commands available from the screen’s Menu 
Bar and the Session Window’s menus may be typed 
directly to the Session Window. 

If you are an able typ ist : or do |^: : bwri a Mouse or 
joystick, you may find it more convenient to type the 

commands. 




mr ‘Refresh” is equivalent 

10 the 

item cin tlw screen menu, 
bar's ’ 


‘‘Carried jlpnis- 
equ iv alent tothe 
‘ lr.vcniofy” item on the 
“Accessories” menu. 

»■ “Room Items” is 
equivalent to the “Items in 
room” item on the 
•'Accessories” menu, 


yyj of these commands art- 
respactive sections within titi•> mauual.. 

Don't, forget, as with all commands typed to file 
^Session Window, you rnuSt type a J before your 
im;l.vuc;ions w ill be carried out, igi 


Accessories / Graphics Page 27 


Pc<re 26 The Wonderland Windows 


Accessories 


Accessories are the second sort of Wonderland 
windows. They are opened from the Accessories 
menu on the screen's menu bar. 

You might think of them as satellites 
Window, complementing and enhancih| iti rcdtigiil|' 
the amount of work you need to do in it, but 
nevertheless dependent 

The Accessory windows are / Graphi cs, Map, 
Compass..TiWlni/wry- and Items in Room, 


Choosing Graphics from the Accessories menu 
opens a w-rwjiiithe 

illustration relevant to yopr IochtiOn in the 

* 1 *?* I Ja * A' •_ •' _!• 'iVigig .**.■' •*t*i‘«*t* 

game, or a remote location selected front Within the 

Map ,J^ltl . 

: Initially the Graphics '.Whitlow willsiz^ itself to fit 
thevplSfure:ife::egntaiijs;|:Til| can vary considerably 

option to choose 

Standard- or halTsize graphics. You select this option 
from thd. i^phdpw* the 

Main inehu Oh idie SCtedifS menu bar. (Preferences is 
dealt with in the sectioiT-Applications'). 

Graphics can be turned on and off by typing 
GRAPHICS ON and GRAPHICS OFF respectively 
to the Session Window. 


/\ Computers without 
enough memory may not 
have all the Accessory 
windows available at any 
one time. For details, see 
the section ‘Memory’. 


Figure 2.5 

I he Graphics Window 







































































Wonderland are animated. You car 
i or off in the Preferences Window. 


A Not all machines are 
capable of displaying 
Wonderland's graphics. If 
this is the case with your 
machine, all menu items 
relating to graphics will be 
greyed out. 


You can reside the Graphics Window yourself by 
Dragging the Resize Gadget in the bottom right 
corner. If you make the window smaller than the 
graphic it contains, obviously you won't be able to sef 
it all at once. You can move the graphic around 
A Some computers may.:;;:#-: ^hthih its Window like thtbu 
not be powetful enough to; 
a n i ill ate Won de r 1 at id 1 s 
graphics. If this is thebusc 
with your machine^till -■■in¬ 
versions of the scenes .will 
be displayed instead. 


4 Pressand bold dowhifbd left-hand. mousp : :bp.tton 
insidl the Graphics Window 

2 the mouM button e the 

hand around. Itywill' ^clrag'" the ghbpbic with i t, as 
though it is moVih||- : ^ 

w i ndow. "'"till; :v 

■ ::: .' ’'|llil||||||- : | • HI:> 

3 When the part the 

mouse button. 

Many graphics contaifiiGlickahles^' : 'The'^-:grh,-p-tirtft o 
an illustration 

Yb %d out if part gi Wm bkfee ^^i|^bi^|- 

Imposition the PpipSr .oyi||iie .ard^ ; pMb : pit:lbire 
::;: ycm^0 ih^re^fed llll::;:;: 

-Il^ofd&wrlilhe right-hand mouse button. 

"1 :"1| ||l il| -'IP 

If yblii^ :bri • a CliMpltg. a f 
dppdar. 


: i|lPipire 
ihdxYlur Window 


Ghob^ng : Mai^li^i^^e the 

kcrOcriY Mte : d:;^hbib^is th^Yd^bilandlitifap 

Windolv. T* 4 f :/ l;:i 


'$¥■ '%k ■•, 
^ll:phiy;i;ho\y 

ybu those locations whipfryou liafg nSjilpredf-Ycgi can 
hSd the : iiip;^p,rhOye around the ^me^thohti-lbe 
rjbed tMfype;^id ybu can use it td;th#:P 
appropriate graphic fbr a location tyhich ybti aren't 

cur;re®Yffl*Ift' ::P$Y VP- % ; 


Graphics Window Menu 


^r^presen ted 

by ; i^ : - : Idari; v so-lJiere ember the 

haihe&bfibe&tSbhs, ,,,. 


The Pop-up Menu which appears When you click on r 
Clickable graphic object offers you a list of 
appropriate verbs, similar to the Verbs command on 
the Session Window’s menu bar. 


The Wonderland Windows 






















































































































































































































The Map Window has both a Pull-down and a Pop-up 
Menu. 


Pull-Down Menu 


Figure 2,7 
i he Map Window 
Level menu 


Pop-Up Menu 


r'.ir- kin p thhlight-Kflnd ipouse button on any icon m 
the Map W)n|n^iriitgs up a Pop up Menu, which 
odors you §m> commands: Go to and View graphic 

Choosing Go to tabes you to the location in question 
by the uiosi direct route. This i.s cquwileu: to typing 
•(;O TO-!.nc.\TiON'''intlie Session Window- and 
indeed you’ll see that text, appear in |hu Session 
Window if you choose d-hisi command: The benefit is 
rn 0 t veil don't have to remember or type the location 


Pigurt: 2,87 
The Map Window's 
pop-up menu 



Page 30 


The Wonderland Windows 



The icons for individual locations in the Map Window 
also offer you another way to “Go to" that location: 
si in pi y D ou b le - d i ck'(w i th t he left-h an d i n o u se 
butfhn) on an Icon, and Wonderland will take you 
in^re.hy the inost direct roihMP : 


Figure 2,9 


Oi&oisi^^artipass frorhftlbon 
the.;SC^d|p : ’'Mer)ii p. 

Corn pass, Window, /yi 


P^pipass. Wf 1 your 

neigl^d^ .by 

flicking on the appropriate point of the compagskor 
dh Ihbdfc own: 


You dartTdll th’&Mits Ifdhi a given location: any exit 
^ ? t grb^bd out is valid. 




Bihosin g a dii.^dti on Th the C o m p a s s wi n d o w h as 
b®ispiy theiigamd as taping that direction 
yourselftyouwih see the text appear in the Session 


A cc e ss o ries / Com p a ss 


Page 31 





















































































































































Inventory and Items in 
Room s : 


white apron dr 


§1A l 

Hit? I riven lory Window 


m room 


item s m Ro ora Wi 11 d 0 W 


Chopping Inyeiifphy from the Accessories menu 

Meni|;|i^ir bipep6%|te WonS^rdand 
Inventory Window. 


Choosing Items in Rtioth ftpin the Accessories 
menu on the screen's Menu Bar opens the 
Wonderland Items iiiRoom Window. 


Both the ItLyeutdiW ahdi|t<^@;dh;:Eooni windows 

\ ( vljlvly', !;. t ‘ »v,\ r !v,v ' •. .♦ ;.;~v .. 

Show icons representih^ijhjdPtS'in t$p gome. The 
Inventory Window shOWS'leobs of objects actually in 
your possession, while-the Items in Room window 
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shows icons representing objects which are visible in 
your curre n 11 o c ati on. Con ceale d obj e cts ? how e ver ? 
will not be shown: it’s no good trying to use Items in 
Room as a sort of short cut. ♦, 


Double-clicking on an Icon in the Inventory or Items 
in Room windows brings of the item 

Pth;j|^ing an windows drops or 

•gets the iteni it represents. 


To drop dnitem: 

1 Moye 

2 Press an^; 

on the Icon feppsp®^ to drop- 


XV. •: y. 


j: 3 Drag the 

*>»!•:•: x-x-x-x-x-xv!- ■ ’ v, ‘ x 

■ Is \ . . : :jj : 

% Rel ease |thedropped 


lljpD get ah,|teiS| : ' : ' :; Tip' yip:;: 

-p. i ; >»x-vv>-:‘ tx-x-x-x-ixiv-x, j’X.'X'Lv •'v-x-x-x-x-x- -;-x-x-x"x- x* 

*;•• •• ■ *>x-i-.-M'-lv. 1 x-x-x -x-x-x-x-x-x . 

.:lp:l:,:.Move the Pdi^iMib Wind.ovv. 


2 Cfi|S: oii t|ie Icon YepYbsbnHiii^bbject wisfi 


to get. 


3 Drag the icon into the Inventory Window. 

4 Release the mouse button. You have now got the 
object in your inventory. 

Of course, only items which you can legitimately take 
or drop may be manipulated in this way. Objects 
which cannot be picked up or dropped will appear 
back in their appropriate window shortly after you 

release the mouse button. 


Accessories / Inventory and Items in Room 
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Menus 


Holding down the right-hand mouse button on an 
Icon in the Inventory: or Icons in Room windows calls 
up a Pop-up Menu qf appropriate verh^fpr^hat item 
(such as ExjcUWajie, Open/Close, Wea^ e|c^:i: 

Inappropi|^|;will be greyed out. This is : yX ; . 
similar menu on the Session 

Menu Bar. Tj^eidiflerehce is : that 
with a list ^yerbs and:^c^de;^^ 
nouns* whereas the Iii^ehtbrv;br Items in Room 
begin with a nouh^wh^ieisih ^0u selected—and 
cascade into M &uh -mehuiidTydirbs; Iriifflfflr^ses, 
i n appropndtp'flrbs are 




«”yo : 
w/-,' 


- -'-rVV- 
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Applications 



The third type of Wonderland windows are 
Applications. These are independent of the Session 
Window. There are two Applications windows: Help 
and IVeferenc e s. 


Start 

Palace 

Rabbit's House 
Duchess' House 
Woods,, paths 
and streams 
Walled garden 
and 

surroundings 
Mad Hatter and 
March Hare 
Rose-tree and 


•|!bi|itrc 2 : ;t;T ' 
TIicTiejp Window 


Choosing Help from the Main menu on the screen's 


:;T 


x-.di- 

: v/r*r 

v.v.v 

: : : : : : 






V.V.V. .-. 



Hi 



Menu Bar brings up the Wonderland Help system. 

The Help system is hierarchical in concept, offering 
you increasingly significant hints about a given area 
of the game. The first hint you get on any given topic 
is fairly cryptic; you’ll still have to work at it 


Applications / Help 


Page 35 



















































































































Selecting more and more comprehensive hints makes 


vour:task easier and easier. 



Biit: beware.... the game keeps track of the number of 
hints you consult, dnd those are reflected in your 
scointwhitdi will tell you how many times you have 
used Help... and that total is carried over each time 
you save a game position. 


Jusi browsing through 
t h c ixv ai 1 ab I e He) p topics' v-- : 
does not affect y. buryc'Q);e; , 
it is only allejdd.kvH&iiy'bu; 
actually reveal a giveodiiht 
answer. 


® None O Eel 1 O Flash 


Animated Graphics 


[Defaults] [ Revert 


; "h 

-In# B|ain menu op the 
A*up tb^Pr^erericdsf J: 
nds you to custoMiseiWohderland 

.■ ■■■:■!*Oj!-.■>: ■.:■■■ ■:' ■ ' ■. “ i; .' - 10 : v-’’’ 1 ' ■■ ' 

i s i ng:ii "se ri da: o f’ Had i o B utt on s 3 the ii tp exeeh te (or 
'abapdhn) your changes using Actidh-.Bhtitms. 


Page 36 


The Wonderland Windows 


A These buttons may vary Radio ButtOllS 
from computet' to computer ' 

as appropriate, fins list is Mouse Click Sensitivity The higher the sensitivity 
definitive fc^rPC the stiller you will need to keep^bemmu^e while 
and c omp afibies. ClibMiig or P oitble -clickin g. y 


A Some displays cannot 
be flashed. If this is the 
case, this radio button will 
have no effect if selected. 


Alei^iilgpil^This dbtehfpings whether the system 
will Jeep; at you, or do 

absolutely nothing when it wants to attract your 
attepthil^;^ 

le|l !:: ypU <|ipose standard- or half-size 

m# 


't^ mati cj n on or off. 

” if you want a 

#hen;®iidows $re opened or 

closed. 

"vXy!;« _■ ■T'l'i'I'""-" -- ■ c i- ■. . ' ■ ■" * 

o: .viv *: t- •: ■ : ■: 

: $§8 hr |, : yhrf ; 

inyerts tpe screen 

r ^isplp^kl^hat isyblack'becbhies white and vice-versa. 

: Tildi-A^^HcMxhhs neatly arranges hU the windows 
||on tliie Graphics Window is not 

tiled* 

haltS e|§rything else-y|ip^htion t for 
example-while you sfelect menu com m adds* When 
:M6h't menus will work faster. 


Applications / Preferences 
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Interactive 

Selector 


Ell 

Eh gameiOAau 
;|||: ; 9amel|||av 
Eh eamel2„sa 1 - 
Eb qar al3.-sav 


Eh :,qamel5+ : ia 

lllsiiltll 
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Action Buttons 


Next or Previous takes you to the next or previous 
page of options. 


the window. You might like to think of these as the 

and returns 

Re^^l^idhildiis all:^ the 

..settir^s:4P;:;thoir previous., state, 

•(^^p^hpirows awa||^ny :changes;;you hiiy:hayp,;: : 
made and returns you to the game, 


preferences saiyd& using 


i Sayig ICts you $avf your current preferences to disk. 


-£• .v, /■ 


Dialogs 


r n 


Box. Dialog\liokesoPassive. Both 


Wondetladd system; Interactive Dialogs are used 
when a coipplex "decision is required of yobi-while 
P as s ive D ia 1 og s are far s.i mpi# yeg/no-typ e que s tio n s* 


/Vnnt/9.jriie:3:/l':rinderland/ 


Eh 9amel4*sav 


1 

_cac 

J 

V i 11 



„ V 

- '.T 

"V : : 

'■ J - • -I V ' 

0 


f Cancel 


V.V.V.’.V. 


Figure 2.15 

j^^tPiLe Selgctqr is thgihhi|y:;JhteraQtiye Dialog box in 

Y$$ !wan t to load 

e;: ; po4^ 

and under what name 
files a re Stored and retrieved. 


Dialogs 
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I’vVvMvMv 


The File Selector has one Pop-up Menu and four 
Action Buttons (only three of which are used at any 
one time). 

Pop-Up Menu 

I s 1 . 1 1 ' 1 1 1 I*. s' v 

The Pop-up Menial the File Selector's 

Oilment Direct(jjf||pSbrVe&^ikvofGld purpose- 
Primarily it alld^||Sirectories the 

; : hierarchy^than the current one to bd dpeppd This is 
achieved simply by selecting th^ relevant directory 

nambfrom tHeJjst; 

Additione contents 
of the current to scan 

through a pTocate a 

particular p|| 


iTp do this, floppy disk 

y[rive usin| (see 

mm and rep®|l||^^ whose 

;dbntents|^Ki|sh M :irter is 

disk is 

slllbhiatieal^ the 

case simply select fhe fop level directory fropi the 
Pop-ujp Merih- Thi^ -Wilj force the File Selectdr fo re¬ 
read the disk in the drive and update,.its display with 
the contents of the new disk’s directory 

Action Buttons 


Load This Button acts on the selected file or 
directory—to Select something, simply Click on it; its 
text then becomes hilit. Pressing this Button causes 
the selected file or directory to be opened and read. 
The Load button only appears when the File Selector 
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is invoked to load a file. When saving a file it is 
replaced by the... 

Save button. This is identical in every way to the 
Load button except that it is used to save files 
rather than load them. 




Drive Si^i|b|i:ihetween physical storage; : : : dbM^ 

this button;interrogates 

at start up to; ascertain the number^ and naih^il|pbe 

disk drives attached to it. -TC-h-e..-Eitcle 

through kll the a^at-il 

Clicks of 1 this hhiton.. 


Cancel.^||:frnM'‘'t3teFil%§eiect^i;:i^iiirning you to 
the main Wonderland sy 


To sayeiai^ie: 


IP 


1 Choose Save from the ap{J^pj|(tb: Menu—the 

Session windo w’s-jpfe, save a 

game position• bp||ib||^ menu if 

you wahhlbbu^ M 

will 

2 drniili^i negpisary)' cfi which to 
: MDrive-buftlai, 


3 saye the file by 

Openihg-|i|i|pn : ^s; is done in one of two 
depending.p^h^hiiher you wish to move 
lip thtdhp^- thfe directory Hidrhrchy To go 
|1i6Wh| Double-clibil^^^plisted dir^ihfiy name—so 
doing%ill;ubh the Pop¬ 
up Menu which appear|tit;tHe Curt||h Directory 
Window at the top of .th^p^^i®^| Simply hold 
down the right-hand mouse 

and select the the 

, list. 


Dialogs 
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4 Type the name you wish to assign to the file—its 
“file name 75 . 

5 Click the Save button or press the J key. 

Loading a hie is a very similar process. The only real 
difference is that there is no need to type the Hie 
name. Instead you simply select the file you are 

in from the lisihf those available. This is 
; donhby 1> oxi fel e - cl a. me of the filp/pr by 

Seledfeg iiil^in^le Ofi^|:|TO;:jiressing the 
button. : WW. 

hfotet^ial they File Mice tor will distinguish between 
^PppOTO types o&jEfre 11 not 

allow one to be loaded 

| cannot be loadeH'1 e, 

•>:’•>>>">>>>k•:•.:>>>>>x •. * ■ ***; i*i*.*i*i i ' * * i x'f: : 

,-r> ".X;X;X ’■ 

This is achieved in difieidht-;^'hys x upon 
the type of computer y|||ii!||p^^b: 
file name —.§|^:i|pr saved 

games and .LAY for Th esdhktensions are 

automatically addedThiSlieimme you Cliodse when 
saving a file. Thi 

r.epl ac e d with eitH^hl SA^ii^LAY M 

.(/^iiiii^ 

I tldiphiiliprilhe i di rectdfy- 
'niSiriiayabout by 
hand nibase Button. In this fashion even the 
:. lengthiest of directory names may be read in its 
entirety. 

The File Selector will remember where and on which 
disk drive the last successful file read or write 
operation took place. When invoked subsequently it 
will open the remembered directory. This saves 
changing directory and/or drive every time you wish 


The Wonderland Windows 


to save a game or layout. 

. , r..y “ : ! * • _ 

|j; Ill^^al:operations—^rvyslid characters in tile names, 

■vj• logging to a floppy drive with no disk in it etc—are 
all trapped by the rile Selector. Warning dialogs are 
. Vsecfto keep you informed of any problems with your 
actions or the hardware. 

yfi?; - . ; j , 

/ .r B 

As mentioned above, only files appropriate to the 
current operation can be loaded by,the File Selector, 
Inappropriate files:- are.grey ed out pr not listed:' These 
uanno: be .Selected or opened. ,• 

,«X X' ------ >_ »:w; j . - •-- . »* .v.v.y 1 * 

.--ss.v y :• .• ••• «• . 


"X->X X4;,'y,, 


Passive 


x-k'-W:,-x 




_- _ J W«-J i'i'-i. 




: Rsi^ ^tog bd^fit^rlsbdi^i^/bnderland when 
sdif wants to inform yon of some houf|##e : ping : process. 

decisionds all tflat is usually 
:|:|:I^td^^®^o^^^^te you choice by Clicking the 

t3ial6^ |ppx'." :: ;;i?:j . :■; - 

lI 'Fbrdxainple,: : you" bei^. in certaii|#-cuniltancos 
recelfe a4d#l|§dih0fy warning from the system. The 
i Diallg niay asjf. your parti cular 

.i^^Injdjb ; : n|iiy: ,, aePiidd : ^J' , di* c flilli? .:the ; JiK ■■ ib utt o n 

J||||l|||s^^ 

# rdi-V'b ’’ xx-x-:--'Fj ;o:' : . . L . .. . 

; ,.; 7;y : iMM . :: L; • x ’-/k>•■'. . '• 4 L ■ ■ ’ f 

Diaii|gi.-i!i|iy. afjbjivybu to 

® '^try which failed. p:%|e^hiplh ? you 

: lele^Rrin^r from : .the File mehu mi;|h^|0&ssion 
f buthavep’i^onnected your 

cQimputie^ B^-yyftich says: 

iillfe -cSii-cpipjilnections. 

^1:::^: lpg l>Qx: Retry or 

°P W oirydd:%ant by 

l||;i|^iidki%t ||ri 






V , ■:■■: 


Dialogs 
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COMMUNICATING WITH WONDERLAND 


1 Communicating with Wonderland is as simple as we 
could make it. Thanks to Magnetic Scroll s' powerful 
parser technology, you can "talk to the game in plain 
English. You'll he amazed at the complexity of the 
sentences Wonderland can unravel and act upon. 

As .you’ll have discovered if you have already read 
I s the earlier sections of this manual, we have radically 

wa m.M:^ lehyou coinmunicate with 

cl||hi^^li^®SpTy^;gn pick up, put down ^hd 

in at sorts df ^^ys by uflgthe 
: GrapkielLInventory and Items iu Boom windows and 
''f|ff : T """ their Menus. In fact, you should be able to play 

Wonderland with an absolute minimum of typing. 

AM think this is a great way of playing %dveritures, 
Siidj^uite an improvement on the old days... but; 
gills Window and the 

The main thihg tojremeihber is that Wonderland is 
intelligent buM^ii'hot tgl^athic. If you type 

*•*.*. I - .-.* '■ 1 1 1 1 1 1 1 1 1 1'i• yy_ j yj - * 1 -Tvt”^•..*.* . ( i' *•*!*•* # 'yi vX'lv.v a _ ~ 

.«IW : tli:giltbriihlWiidlp:ihbscup. ; ior simply impossible 
slllSliil commands, it wo n’t be able to c om p ly. 


i 





Xv" • 


play it, We’lfflLtri through a 
: i.rahlfeript of di'hipotheti.caLgame session (not a 
spssiqn look for clues) in a 

• hhdiheht. ' 
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Special Commands 


Before we look at a sahijpb.game transcript, here are 
a few cowi]j r^a lot, which have 
particular meanings: 

f INVENTORY gi ve^ 

I are carrying. If you-are using the Inventory window, 
you will -e^.e. -icpnS rfe||^ehtihI^Sige things. 

|| AGAIN rephhpthe ipst P^|||phi:;]|h|| 

X|J XvXv! 1 ' >V<%V •. • !v!v!v!v!v!-!v' .*!•!•* • • 

\x !•’ ’ •.' \.tX; X; v!'!v!vX\*X . X\\\\’X\*X ’ *.• 

SCORE shows |pu ihdw you are doing-. 

- VfeRB O SE, $££$£ dh d iSs termiife .how 

rriu : ph,piforraation Wonderland gives you.jVERBOSE 
nicrans that- you will see a complete description of a 
| room every time you enter it: we recommon d this ; 

I mode for beginners. BRIEF is exactly the opposite: 
yoa'li never get the descrijition unless you LOOK in 
the rooir.. NORMAL is the default, inode; you get the 
fuil description the first Lime yohehbut 
I hiphbsequent oiecasions you only get the name. 

^ipr^lhal^qsjOiiidiltirn of the game pass without you 
■■■doing anything a: .ill... wliitih doesn’t mean that 

there are other 

characters beside you. and oft. eft you may wait to see 
whai one of them does. fi||f 

QUIT ends the game: 

| GRAPHICS ON and GIIAFHICS QFF enable and 
|Idilhbie %hfe graphics;Jp pec :| 

. |GOJi^:;;ipKahI e and disable 

f the 


Communicating with Wonderland 


A Sample Game 
Transcript 


You can get a long way with simply two-word 
commands like GO N0fi£TH or QPfeN BOTTLE* But 
^j^niore compl|l-;|^ need more complex 

cqifihiands. Le^i ipii pibugh £bh# of these. Let's 
; Isiippo^e ybp whntfb -f 

| >enter . * be RA^Bf^f 

Yon cauunb^e;;aroiibh : fhe garhe''&y-;||OihS to a 
particular pldq^pr in ar. The 
directions ^GtfTH, EAST, 

WEST, NOfiTiilli'liiipli®MORTH WEST 
l and SOIHTi^ OWN, IN 

; ihnd OUT Of : c|pl|, no^^||||h|sie. (||if€ictions are 
i -available i^i s^p^th-an-d for 

\%\y also use 

; ; tile a.bb r|^yr.<%iri d using 
|; tfie Cpinplil ^il^ovl If you 

mm knb^^hich 


Nowit:fbii ;:: di$dover th^l;;ifes; : hitcH' 
hole, 30 you decide you want to 


m the rabbit 


- TURN QttlMY LANTERN 

That's a straightforward command, but it's worth 
noticing that Wonderland understands pronouns like 
MY, HIS, HERS, HIM, HER, THEM and IT. It will 
assume that a pronoun applies to the last relevant 
noun you entered; for example, lets assume that you 
see a cockroach at the bottom of the rabbit hole. 
Typing 

>LOOK AT THE COCKROACH 


A Sample Game Transcript 
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will not only give you a description of the cockroach, 
but (assuming our cockroach is male) will also set the 
pronoun HIM—The current list of pronouns can be 
accessed at any time by typing PRONOUNS. 


So now you can 


-ASK HIM ABOUT THE MARCH HARE ' 

V , ■ : 3 . '' 

If the cocffi^dch knows anything 

Hare, he wilTlell you/^hat-s always 

ASK someOtib ABOUT Something (providing youTe 

entitled to: know itXAfbii 

ABOUT somethin. :|p||pp 

If you wdn|t tome friendly, you can say 


>COCKROACH, HELLO 


>SAY TO COCKROACH, 

!-V • • • •' ’ ' • f":;- x-Ax: 

But the cockroach is taciturn, and goes away leaving 
behind a small leather cube, Yob might 

•OPEN THE CASE THEN LOOK INSIDE IT 

which is : 5a. cpmbmatibnbf. twd simpibbih mands, 

G0M. You;ban link 
wiihiAND, a comiha, THEN, or 
ISifnpljb full stop. So Mi BOTTLElUEN DRINK 
OPli B0TTL#DRlMc LrQUID or even 
t (jPE^ BOTTLE. DRt|i:|ipII>:alJ : |o the same 

y|bin|t •. | WJ'd. itellvp A t - • 

f :Opemhg t^|^M^|i||i:b(gldsS : box containing a 
tiny j ewel | B^|^Mp||^^|feibhtIy: % ins ual ly a goo d 
idea, so instead of piodbm^; throcommand at 
a time, you might 


>GET THE JEWEL FRQ^! THE GLASS BOX WHICH 
IS IN THE BAG" 
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and Wonderland will have no difficulty in working 
out what you want. If there were two jewels in the 
glass box, the game might respond 

Which jewel, the red one or the green 
one? 


in which case you could reply by saying 


JEWEL 


.*.• \w b • . x-X** • ^x-.v.ViV/.v.VAVi f ' • x * , .v. • • •* 

ey eh'jus fft pi' 

piled 

various usdful,jhinp|ibt;.^ a 

flamingo there f ydjj|H'phu(|||i|p an tf You: d*>ht have 
: to G ET everythin^pllit a can simply say 

>GET EVERYTHING THA^Ilbf QN .T||hp|gLE 
. LEXCEPID-- 3 ?j 0 E.... 

and all will be well. AMbi^ ^ic thiug|p|h::^hy ; ;jiaye 
is a piece of paper. If ;^||:yyoyi 

well only learn thaf il tiailpil^;Writujgp||;||.®| : you 


REAP THE WRITING 


3 om: 


ShEAnt THE PAPER 


p|^e paphriells you t!h;eripi 
Cupboard &igh may iibipfdl; but the cupboard is 
full of other things too. You notice a crate on the 
floor- W you can save time by deciding to 


>PUT EVERYTHING WHICH IS IN THE CUPBOARD 
EXCEPT THE POTION IN THE CRATE THEN GET 
THE POTION AND PUT EVERYTHING FROM THE 
CRATE IN THE CUPBOARD. 


A Sample Game Transcript 
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Yes-—Wonderland can understand all that; you have 

is back as you found it. 


. •:■•:••. ■- • , 


■ ■■Now:you may. want,to go back to, letfs say the Rose 
.. ^Garden.but ; first ydu need to find your book, which 
. ^ v.':;;.; _J.]ekK : _jspli^a^isy'hSiiire else,. You can type 


' ■ >. ^ - r V Vi'VY 

. \ :■ V -'."'-ii.v.. ■ - 


■FIND BOOK THEN GO TO THE ROSE GARDEN 


Remember—Wonderland will onlyFIND things 
you’ve lost or GO TO plaqie& you've already been. You 
c&pft use then! tp go ondishing trip? for thingg 0r ; . 
; : ; i|i|aijpes you suspect e^ist Jbht c^T lochte with yadr 


V, r . r %V. V.V W.V.V • V. • u-.- • „V. V*. . .• 

’* • • •*«* * i'i l r%’i l .fflySS. - .• - V-.. .V.*.'. . 




i ■! i- 

< \ £? 


,*’v i vv’ ,, ,\vX r 'Xi—,-.-.vXvX--.*: 


? yp 


•; *vXP ,J 

.-«■* .V.V 


">-V.€r : ' "'xy W¥mS% H # 

ai ; :to use 

KpiiiSKo ^^^gi^ndbrland. 
^ddii^ii^ldbbre'viatM^h£ m $f di 1 d 

?$imw .1 |- 

. I!'.:.:.:.::'**.■■&%• ^ . ,M ■ 1 |« •; 

■; #' ' t'H .. ■ llCSWiffi. .l)i> 


+ t ■.« ■ r.a ■ m ■ it i j’vtlv! 1 


‘US VSiX?’ ’ 


•f '. | 


• • • ;•■’ ‘14 

■“ -•• •• --Ti 


XT 



*X;S 'X'X'flX •/; ’• ‘ S6 ^ ' 

Ekhnihe.... MK ob# : 




•• t-: & / &JSr JUi'.' / / 

XEtoih-■: ^-|rE 


S outf$g.-~. y^..... Aiv ■•§.,•■ 

£§|pH!pP. 

WestlVyiVd:#” 

MMiheast:...NE 

NorthwestlLhx'.NW 

W #rMi 

Southeast'... SE. f !ii XY 

. .V:;: 

j:;!:,. Southwesixg SW 

.U 

: : Ddw n .,,, >v> .w... D 

.U.. ■■ IlIPl 

7 : ’ A 

'A 


. i •,c-M , r , ! , r , !*?v y* v;<*. **m M-i y%vv ' 'l XvM' 

«|$£& ^ : ^^38 
• • •” •'•' r + «V •'•• i'i « r V V AV/AViV.-.j.' J- -.V-iV •*.'4 1 jVjV.-. .V\i A 


' L ‘ : : ; V : ' 
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MUSIC 

A Music may noi be 
supported on some 
machines, Please refer to 
your packaging for details. 


Wonderland has a repertoire of several different 
tunes. These are played at certain points throughout 
the game. Generally each tune is associated with a 
particular area of the game. The e&ceplioti to this 
rule: occurs during the game's IsMitphie ^lien the 
titli;i|Jktnre is hocoih p ani e ddSy sbihd in trodu ct o ry 
musiiiill^ ■ ■. W* 


Note that SOUND ON 
and SOUND OFF. refer 
only to the music: the Alert 
bell signal is unaffected;--" 


A DOS users: The Roland 
and Ad Lib sound cards are 
supported for IBM PCs and 
c ompat i blesi PI c as e. c n sit re 
that the Ad Lib sound 
driver is not active in your 
system; Wonderland has its 
own driver Using tetb Will 
310 1 c a use a p ro b 1 cm. bit t 
Valuable memory will be. 
wasted. Y 


You can several ways. 

Ty^g§mJND MlnlloUND OFF to the 
SeiMdh Mhdow wilhehable and disable the music 

.fiiieir-level of coht^hi Ji l^iihble by virtue of the 
•;f|ict:;iliat the music is triggered by the printing of 
:Has' a tune 
jlassociated with ithtBat thhe^ilfhe played when the 
' room's description's printed in'the Session window. 

I Wonderland in 

ct inode ised Special Commands in the 
^with Wonderland'), music 
!i fir fc st time you enter 
.. vBits to that room will 

I •■Flaying in VERB^ji^lmode will ensiiljdiihat the 
: relevant bane is played every time yQh;:|hter the 
room. Oblversely using BRIEF mode means that 
you will never hear thphnhsic. 

Taping UQDK tiO t|ie Session Windd^-even in 
BRIEF: mbder-will always produce a room 
descri ptlonhH^nce, this is a good way to force 
Wonderland to play a trine. 
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MEMORY 


The Memory Manager 


e>: program, and 

there is a gobd chah£& ! fctilt it not S t into RAM all 

at once/Tl|| Memory M§ijjSggjUs to allocate 

and keep track of the way memory ik used/by> 
Wonderland. It decides What gn&What hot 

' ' ' ' ‘ iv/Xv.-' ‘ I- VXX!-X*X 

at any point in the game. 


/ Xt may be necessary 1 for the Memoryclose 
NdhWh one$||!^ in order 

l fbppen.'ijp, the 

■ .■ .■;■■■ ■ . '■ ■"*i■ °n■ a■.°i I■ I■ I■!■ I■ I• I■ I■ I■'■ 

I ,J\Xemory M|!ftj§|i|p Dialog Boxes, to 

itlplp by selecting sdtfrethinlfli) JlnshidowhUi: 




;■: s:- 


i| You may from b.e 

odd.fhhigs happening: windows close, or open 
|lp||||ipd|isly l|g|ggte, Thii:;^ because 
Mliiipil has a sophisticated 


^ e at any onG ' tiih|/'For 

Qb memory and you open 
M Help Window, the Auto Window Control may 
,wn the M a plijipindo'W/:|f Will, h o we ver ? 
feni ember the status of the Map; and, as soon as you 
close the-Relp.Windo-vyxlik will re-open. 

:l; ixiV,;: : : : -.-x' 

s t ^ t* ti n g . _ you may have 

;^|ip||ptten;:;h| : about the Map %mdow while you were 
' ? and may be 

on g^^p^^^^^hnexplicable 

IfriSw why 
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Closing Windows 


When memory is at a premium, any operation which 
is potentially memory-intensive (for example, pulling 
down a menu) may exhaust what memory your 
machin 0 has 1 eftI-:( : .-xdlr 

The Memory Mhh!§p^ will intercept this problem 
and request .’that a Window be closed to free up some 
memory. It will offer ydu, through Passive Dialog 
boxes, suggestion's:want to 
he closed: You; d&p; jehbd&i . 


■SSxSfiK® 


In some reject all the 

Memory end up 

with the chahcS!id|:: ; e^^ii;the-which caused 
the problem'in' thdifesiiplahe. 




Do ait® 


r rVr* frV-'-V 


mm .. 

t* 4 *. 


A DOS; users: Wonderland;- 

a cl v an 1 age o f e x tend ed 
memory; itY DQS memory 
that counts,. 


•All me 

fun cti on—go hi e 'niiMiiiiPih a rule of 

thumb, the tnord : bt^!fe :; your approach, the better: 
opening anddlosing; : Wlnddw€i:^^^an®Tf ntly 

will soon a lot of 

pressure on the Memory Manager, 

Here are a few specifics which should help keep 
memory struggles to a minimum: 

DO ensure that your computer is set up to allow its 
maximum memory configuration. 

DO ensure that any non-essential memory-resident 
software is disabled prior to run ni ng Won derl and. 
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Memory 


Refer to your computer’s instruction manual if you 
are unsure about this. 

DO NOT mix large Fonts if you can avoid it. 

DO NOT attempt to' continue playing if the Memory 
Manager stdrt&Ynaking requests noticeably more 
often ihahlusual. In that case, 

1 Close down:-all windows 

2 Re - o p eh them one by ; jlgg;:; up tpilce ab 1 e 

e(Teel, then . 

3 Save ydh|:hurihnt' gamfeppsildhhftli:f 

4 Quit Wbhderland 

5 Re-run Wonderland. 


Le s s pp WP r ful Mpphi ne s 



A DOS users will have' The'slower l|O0:comp|ti|||' ? particularly those with 

npted o®;:the j^ckaging-that j an §B|||z; Wonderland 

we reyhniitiend youdo.; . with iinpaired performance. Animation will be slow, 

in|idff^ndcrlanb||i W 1||§||:- 

hard d i0 -You dan run it 

from fpl | 

system wilt pbmpf you td ; £ 

swap disks from time, to • • • 

time. 


Less Powerful Machines 
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IPS FOR BEGINNERS 


Here are a few simple pieces of advice for newcomers 
to a#oniure-playi ng. 

■ . ■' 'l ; ■ I " - ■ ' ■ ■ ,, 

. ’ - ■ : ■ ' X ■ ■ ■ 


supply LOAD that position again 

. carry oh. • 


V\'V 


many clue$ are niis&ed fey shipping through the 

text in your on 




0* 


•«.. XrhXvX 

• -i- . >•. 4 . 


... 




|»|J|g)OK al iuul EXAMIXK ey.prything. If there are 

* -‘viviv • 1 " •, •* . .*X\. * y \ t •.•£*■ 

M ; ^<^K BEHINX)f'do hgf^ppi::never knpw \yhat 

be Gohti^S;iiSd tHe^:S!/- xx' 

f ^ ^ 1 1 - -* 


r ■ .v. .'X\\ r " 






y y v 


can oft^n 

|| prpdpLcehh^ire^^^^ri^ult^C 

••* : : x’x ... :• Wv>:-» :x:- y-.y*»- ' 

sv^.v.v- »:i:•:' "%"->»»• .•„■*;• Xv ,•! .■! v 

• Reffienibei;IW'dii :: i|iie help fecilitv: it’s there to 
^&sM;yopf|if^li;Ph ? t find whal, ySfrjp looking 
:: '"s;l^br, r&barklag $h§he WUhg 

• ■’ "•!•.. ‘•'vX'! 1 •'* ' \ vX'XvX .;Xv. •*! X;’ X X X .wX'.y .X IvtX X %-! 

ap rihiik thfiroblern. 


. . .fell t. 

......... ... -. -y ; y 




0 .. • .X- :X> 


,; xxx x 


V-- r VrV-' 

X XX 






■mm- 






A^WvW.'’. •= *.r. 

•x-x-i‘X^;:;:. • - /• __ '• _> 

XXXX::.y::;:-. -yxi ;;X : X 

• .-vi.:. - -;. ^SWvo.vy •'; ,:•• 

! / wSXiV.y • vy-tvy %y ...••• -y. 


//A*a? .v.: • 
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GLOSSARY 


Accessories 

C o 11 e cti ve n am e for t he gr o u p o f Won d e r I a n d 
windows which complement the Session Window. 
They are: Graphics, Map, Compass, Inventory and 
Items in Room, 


TAcirve Window 

fjfhe Wmdow which the Keyboard 




Action Button 

See 'Buttons’. 


•.-.-.v.-.-.v.- •*. 


mm: «;•- 

v ■%.$' : 

:*:*:*:*:♦:* 

■ : 

.-.-I-.-.-- 


X-to'to:-:' : 


Aliihi Signal 

x The yppli^ audibld 
1 wbeh^^ints to 

|; j •.. J^i^Ii^tions 

| o::' 

exisibi^ir^cly'from'the Session.. 


#hBoyhThey are: Help and Preferences; 

¥ Ahhoyr £|| 

|andpiht direction keys which can 
:; helMed to niohb'fbinters around the Wonderland 
l . Alsa^al^p cippor keys. 

. Ab|p : ;^ndpi||::^ontrol 

Ip..^httdHonbiWHere memory is at a premium, it may 
: hot he possi&ie for Wonderland to reside in its 
i entirety in^ thbh^il^-bfeyour machine. In 
itKis sitti^tion ^ ses Windows in such 

I. a wa^ idiht when one ripens it does so at the expense 
i; of anotKerllwhichHowever, when the 
pp^h;Wind|^ is l^llhiiiilSiC&iiled, Wonderland 
ijjjlgMI down. This 

tdhhibd Control* 
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Bell 

The audible signal sounded by Wonderland when it 
wants to attract your attention. See also 'Alert 
Signal* and TlashpiK : 

Button 

An area of the screen which may be Clicked'to set an 

option of :pbfForm : an action. Buttbhs 

associated with them which describes the operation 

of the button. Wopderladd two types of button: 

Action buttons and;:H^®d bdflms 

perform actions yvhen clicked dud K.adi : b : Biittons are 

used to cHboSllilSif % lifMM} 


if:;-: : x!>r£:‘:£:' 


- . ...X-X'Xv-X X 

Ilick ||f|L : :: 

" Pressing and releasing a button otiia Mouse within a 
short space . The mouse 

aofchb is heldased. 

Cliekab 1 e y ; |p : ' Ilf 5 ; , . ' 

theCGfaphics .At 

i These are usually objects d 

rsignificant part of The j^pfee-C- 
■¥lp<fard 

A : bdhbfeptqad labd|:|br a piet^bf computer memory in 

beeifCut or Copied resides. 
Thdfc^thiay•be Pasted at.thh lnsertion Point at a 
lidure^iiiPA :,x • 


Ol^pe Gadget'";: 

The rectangular Gadge tiwidbif ;:dbpears in the top left 
•' ;C.orner of many Fr ahid :: ;W|r|i^s . It is used to dose 
Tihe windo&G i ;< 


into which 

gape. 


A ■; & 
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Compass Window 

An Accessory used to navigate around the game. 

Copy 

The term used Lo describe what happens to a selected 
region of text when it is sent to the Clipboard but not 
deleted from the screehhdee allp ‘Gut\ Taste' and 

'CliphpaFdb SM3: % WMMX£ 

The term used to describe what happens to a selected 
region of text when ifr%sent fq the Clipboard and 
dele ted fromthe • 'Gut • and 

'Clipb0ardTT::::::;::| ; ; ; 


Current WhddbY!G § 

The area at the topof the Filei|g|ec|pr Adhere the 
l disk directory.curbIhiylb^ihkllihiined is displayed. 

Default Buttdiri 

An A key being 

:. pres se d b f *yu 

default Action 

l^uttons^^lifddAfill dphid bofdep See also 

It 'But t o nh : ; I Ai® • AA;; ,. A ; A 


... 

v.vv.VaV.v.y, 


■ mm 
mmwm 


. A special window 'which appears-when.the system" 
requires either confirmation or m.ore information 
befofd proceeding. There are two. Types of dialog: 
Passive and Interactive. Passive dialogs require only 
that you click a button to acknowledge the dialog or 
to make a simple decision. Interactive dialogs need 
more information than can be readily requested by a 
passive dialog—a Hie name for example. 

Double-click 

Two Clicks in rapid succession. See also Click, 


Glossary C-D 
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Drag 

The action of holding down a mouse button and 
moving the mouse pointer to a new position before 
releasing the button. Used to reposition vvindows on 
the screen amongst other things. 

File Selector 

An actw&ii ialog box used to 

name of a Hie to be read in or written out. 


Flash 

The visual signal . given t^ Mdhderland wlpti it 
wants to httrapf -^bur Seexi^^rfdert 

Signal 7 and l BelTv"" 


Font x. - 

Text printed 

outputconform: : t^;i|jpcific style. A 
of characters corresponding to a particular style is 


known as a font. 




Frame 

A Wmdo^yyyliflhilra^^^ to 

detine pftHe wiiiddwphd toiptb^de space 

for Gadgets which oh the ^llosieci Window'. 


' A small'graphical obje|t\|fiich may be Clicked to 
perform a s pec if! ctaskb Gadgets, differ from Buttons 

peiTbri!!);oh&i^diereas Buttons are 
^ ^enerahpp^p^|:tb|i;r hction being described 
jjidby te^t to to the 

;';Buttcp, :: Gadgets ar^i!||jiii|dfyh^tjached to 
!. .Frames,!:;. :.. 1. Mlb 


Graphics Window 

An Accessory used tp.display 
images. 


still and animated 
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Help Window 

An Application providing on-line help for 
Wonderland. 


Icon 

A graphical object used to represent a concept or 
real-world object. 

InseriiedilPoint 

typed characters 

|Ijitchhctive Dialog? 

| Be^Dialog Box-: 

Inventory Wihdh^:::||| 

An Ac cess ory pr o vi t a t i o n of 

the objects you are curi^ii^fodrr^nr^^^^aring in 
Wo n d e rland. : 1 

Items in Room Windp^||| k if 
An Accessory 

[the objept^.present;iat: jfoi||§|S^^ 
j WonderiahdfThfo^des notuiciu de cafiuMutemfbr 
|hings which are hiBB e n tiiipmp 

|ii|||;: Window |l 

1| hoard 

the Ihserffoti Point "will 
normally be active in this Window. 


Map Window 

An Accessory providing a graphical representation of 
the explored geography of Wonderland. 

Memory Manager 

The part of the Wonderland system concerned with 
managing computer memory. 


Glossary H-IvT 
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Menu 

A list;.of items- or .commands which can be selected 
... ;•• •; v/ith ; the Pointer. There are two types of menu in 
^^I^Ponidjerlahdr Pop-up; arid Pull-down. Pop-up menus 
4§sociat^'%ith : '''a specific Window and appear 
.■ ■XT;; yy\y ^^^n:'^h;pi^t-haiid Moose button is pressed whilst 

is within the boundaries of that Window. 
Pull-down menus are attached to Menu Bars and are 
. activated when the-left-hand.Mouse. : button is 
pressed whilst the Pointer M placed at the relevant 
position within the Menu Bar. >••••-. 

Bar . !"i" . \ f 

i The are?. olwWmd^w.^ei^gide for Pull-down ^lenus. 


■-V/ ----- 

5 




; .;. . .-. v.- -' '.._■ ... ■ 


J x- 


-.V.v.-.v . * . 

;<.-y...... 

. . ^.V. 'a -V 


yH .§pyy . .. J 

An itetn appearing on - A• • 


£M. 






i'lz-L . 


; : : !|;; : ::;:^|>oi^t|hg;p|||e which, by virtue of itrf motion. 

... i■ -Poihlgjt; oji' have.one or. 

$£-.0 : y Mt4:ors;::5yhi£h :: ;are::prc&sed tbindicatebo the 

some hMion is rebuii:ecb v 'if / ;. 

W-: %% O; Jli^ . 1|§' - .n : . : : ; 

.Wi-v :•• .y-* y \v.* v v. ' v y y>, »»£? /.v. Xr-v-v:-.-* ' .*:• , < WA<.\ 

. : J ■ . -■< yk ■. T-it * . ------ ---- -- - - r w <■ v.v. 


Passive Dialog 'Mlb 

II ml ,y ...Jm 

■M &&& I hi 


y jg. . 


5 ..■ 


" Iftbpphife of thpiplipppaf di wb en fbe\%re transferred 

L Cuf' lippl^: apdf fh / 


Poi^|§r ^ |fT" 

Ani dh 1 screen dursdi|^d|iti^lly an apdowl 
^fapb^which inditptes |J|p::eurmnt Mopse position. 


Illil jl : IIS 
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Glossary M-P 


Preferences 

An Application used to customise various aspects of 


the Wonderland system. 

I#"’ I 

A Wonderland parser fp 

indi||ip thkfeil iS^attj^g for your next comniand. 

Se6^il[enuw 


jgiPiTjir.' 

acronym; standing for Random Acce? 
Menibry This is the type of memory used by your 
. computer to storhTransiept information. 

i R adip 

j f .yilll: p k 


A alter ine size of a 


Window. 


•: . 

ThAsmalle.s.t distinct geographical area of 
i Wondidrland. • I 


Scroll. 

Scroll .lp|^iibre^ai||;c|!:ied to the bottorri: : ;pi;d/or right- 
Ihhnd edg|d of some allow the 

^A^ihdp.w’s contents to li phhned about so that a 
bdrtfoular area of interest may be viewed. 
Wonderland's scroll bars also conveylnformation: 
The position of the Thumb along the length of the 


scroll bar indicates whbre in the Window's contents 
the visible portion cfob-pdfly is; and the size of the 
thumbu^iati.ye.td the'length of the scroll bar is 
indicative p|;the : ’proportion-of the contents which is 
currently visible^ Clicking on the arrow shapes at 
each end of the scroll bar or Dragging its Thumb 
moves the contents of the Window. 


Glossary P-S 
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Select 

Something is said to be selected when it is 
highlighted in some way. An item on a list may have 
its text colours inverted, for example. Things are 
usually selected with a single Click, or, in the case of' 
Menu Items, by placing the pointer over the item. 

S^ssidii Window 

The ifain WindoyyiniiM is where you 

wheve Wonderland 

responds to what you have : 

cahnoihd :; cibii!dv :::: ; y; wlltllltl?. ■: Wii IffilP? 


Thumb 

The rectangular object which travels up and down 
I the length of a Scroll Bar. Dragging the ih amh along 
y of the Scroll Bar scrolls the contents of t he 

j enclosed Window. |ff||||11:|;:yslf|§§ 


These are attached;:to Frame Windows and are y : W, 
located along the top edge. The title bar contains the 
name of its Window and becomes inverted when that 
W ? in.dow :: has the Keyboard Focus. Positioning the 
Pointer over.the title bar and dragging it to a new 
: on the screen moves the entire Frame 


Window ||||g|| 


ZcK»m Gadget 

Hi A gadget found in the :op righ: hand corner of a 
|| Frame Window. ( licking on this gadget toggles the 
size and position of the Window between its 
maximum size and its last sci size and position. 


ZbOih 

A visual effect occurring when Windows are opened 
and closed. 
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